Welcome to the Obscura Starter Guide update What Crawls in the Dark. |’m excited to 
present this take on The Magnus Archives, a podcast from the wonderful folks at Rusty Quill. 
Let me know what you think of this product by leaving a comment on the itch.io page, or by 
contacting me directly at lonelyashtree@gmail.com. Your feedback is an integral part of 


improving and updating this game! 


Check out The Magnus Archives and the other wonderful show by Rusty Quill such as 
Outliers and Stellar Firma at http://rustyquill.com/ or wherever you get your podcasts. 


Additionally, if you are feeling generous, support Rusty Quill on Patreon at this link: 


https://www.patreon.com/rustyquill. 


Note from the Author 


This update adds two new powers from The Magnus Archives as well as several 
monsters for GMs to threaten their players with. As with everything else, this is an early version 


that will likely be changed over time with player feedback. 


-Ash Cavalcanti 


The Dark 


Patron 


Tenets: 
e Make yourself unseen. 
e Hide from those who seek to know you. 
e Revel in stillness and stagnation. 


With The Dark as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Wisdom 
e Resolve 


With The Dark as your patron, you may choose 1 of the following boons: 


e Meld into Shadow (Speed Cost 3): As an action, you become a creature of shadow. 
While in this form, you cannot interact with physical objects or be interacted with 
physically. While in darkness, you can move twice as quickly. You may leave this form at 
any time without spending an action. 

e Choke the Light (Wisdom cost 2): As an action, you extinguish all light sources within 
20 meters of you. For the next 10 minutes, any light source brought within 20 meters of 
you is extinguished and you can see in the dark. 

e Living Shadow (Resolve cost 4): The shadow you cast becomes an extension of you. 
Your shadow can move away from you and can take actions and interact with physical 
objects at your command as long as it is in dark or dim light, but cannot communicate 


verbally. If your shadow takes any damage, it returns to you as a normal shadow. 


Scar 


As one scared by The Dark, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scared by The Dark, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Dependant: You look to others for direction and guidance in your life. When you help 
others, you reduce the difficulty of any task by 2 instead of 1. You can feel lost and adrift 
if you are alone, and you can clear a condition if you harm yourself helping another. 

e Nyctophobic: You have a deep seeded fear of the dark. You are trained in tasks 
involving listening and perceiving. You sometimes panic when in dark spaces and can 


clear a condition if you shut down when in the dark. 


The Corruption 


Patron 


Tenets: 
e Live in filth. 
e Become a home for the things that squirm. 
e Feed on the decay of the world. 


With The Corruption as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Strength 
e Speed 
e Charisma 


With The Corruption as your patron, you may choose 1 of the following boons: 


e Filthy Carapace (Strength cost 2): As an action, you grow a hard shell of fungus and 
filth around you. You ignore the next source of damage, upon which the shell breaks. 

e Swarm of Vermin (Speed cost 3): As an action, you summon a swarm of vermin of 
your choice (this can be insects, rats, or something else creepy and crawly,) that does 
your bidding. If the swarm takes 5 points of damage, it dissipates. 

e Fungal healing (Charisma cost 3): As an action, fungal life grows on the target, healing 
them while also deeply distressing them. The target regains 4 points divided amongst 
their pools and gains 1 condition they do not have of their choice. If the target already 
has all three conditions, then the target takes 2 points of spirit damage. The healing 


cannot exceed the targets maximum pools. 


Scar 


As one scared by The Corruption, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


LC 
EC 


As one scared by The Corruption, you start with 1 of the following quirks: 


e Squeamish: You are easily revolted by things that you see as dirty and messy. You are 
trained in handling dangerous objects safely. You sometimes have a weak stomach and 
can clear a condition if you become physically ill at the sight of something that makes 
you uncomfortable. 

e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 
your beliefs to an unhealthy degree. 

e Skittish: You are risk averse and reluctant in the face of danger. You are trained in 
avoiding conflict. You sometimes make cowardly choices and can clear a condition if you 


abandon a difficult situation. 


Reading Monster Stats 


Monsters in Obscura follow a fairly simple template, as seen below. The monster’s level 
indicates how many successful interactions the players must perform to neutralize the threat, 
while the target number shows what a player has to roll to successfully interact with the 
monster. The modifications section shows that some tasks related to a monster can have 
different target numbers based on their strengths and weaknesses. Additionally, special abilities 


they may have will be listed here as well. 

Monster Template: 

Monster Name Level (Target Number) 
[Short description.] 


Modifications: [Modifications and abilities.] 


Monsters 


Researcher Level 2 (6) 

Some people are drawn to the life of paranormal investigation and research to feed their 
curiosity or for more sinister motives. While not particularly threatening in a fight, they can pose 
a serious threat to those trying to keep their secrets hidden. 

Modifications: Tasks involving combat with a researcher are done at level 1. Tasks 
involving hiding information from a researcher are done at a level 4. 

Hateful Swine Level 2 (6) 

Perhaps once a normal farm animal, this thing has been twisted by the dread powers 

into a creature of twisted flesh. Hateful swine often travel in groups, consuming the flesh and 


fear of those are unfortunate to come across their path. 


Modifications: Tasks involving avoiding a hateful swine’s charge are done at level 3. 


Wax Cultist Level 2 (6) 


Those who have given themselves over to the dread powers are granted special gifts 
and powers. For those touched by The Desolation, their skin becomes like hot wax, preventing 


them from visibly aging. Touching these people is ill-advised. 


Modifications: Making contact with the skin of a wax cultist deals 2 points of body 


damage. 


Living Pattern Level 3 (9) 


Sometimes, the maddening patterns of The Spiral take on a life of their own. These 
patterns seek to drive those around them mad while entrancing them with their intricacies. 


Living patterns can move across surfaces and even transfer themselves onto skin. 


Modifications: Tasks involving learning the patterns true nature are done at level 5. 
Tasks involving removing the pattern from its current surface are done at level 4. The pattern 


deals Mind damage first with its attacks. 


Living Shadow Level 3 (9) 


Sometimes the things that go bump in the dark is the dark itself. Living shadows are 


silent killers that attack the unaware and unprepared. 


Modifications: Tasks involving seeing a living shadow in dark or dim light is done at 


level 7. Tasks involving seeing living shadows in bright light is done at level 1. 


Doppelganger Level 3 (9) 


People are not always what they appear. Doppelgangers can impersonate those who 


they have first killed, taking their identities for sinister purposes. Their disguises are not 


infallible, and some can see through the charade. 


Modifications: Tasks involving seeing through a doppelganger’s illusion are done at 


level 5. 


Mesmerist Level 4 (12) 


Those who pledge themselves to The Spider are master manipulators and deceivers. 


With a mix of overpowering charisma and sinister power, they can pull the strings of the foolish 


and unwitting. However, the direct approach can often be very effective in dealing with them. 


Modifications: Tasks involving combat with a mesmerist are done at level 1. 


Werewolf Level 5 (15) 


Lycanthropes and shapechangers of The Hunt, werewolves are vicious killers and 


relentless hunters. Peerless trackers, avoiding them is almost impossible. 


Modifications: Tasks involving hiding from a werewolf are done at a level 7. 


Flesh Hive Level 5 (15) 


A person who has become subsumed by The Corruption can become a home for 


vermin. Honeycombing through the flesh of the person, the vermin can move independently of 


the rest of the hive. 


Modifications: Individual parts of the hive are level 1 threats. 


The Piper Level 7 (21) 


An avatar of war, The Piper call those who can hear its tune to violence. When you hear 


its music, run or become a victim to its violence. 


Modifications: When the Piper plays its tune, all that can hear it must make a level 7 
resolve check. On a failure, those who hear it must attack the nearest living thing and take 7 


points of spirit damage. 


The Reaper Level 10 (30) 


An avatar of death, the reaper offer those at the brink of death a chance to escape the 


end, so long as they can beat them in a game of chance. However, those who win are cursed to 


become reapers themselves. 


Modifications: When playing a game of chance, a character can choose to cheat and 


reduce the difficulty of the task to level 6. If they cheat and fail the roll, then they die instantly. 


